Ares's Judgement(Judge) 
+3 Greatsword, 2d4 slashing, versatile (2d6), Heavy, Two-Handed, Legendary (requires 
attunement by a Paladin of Ares) 


Are’s bestows a fragment of his spear to his most valued and loyal follower, giving them the 
ability to be the judge, jury and executioner to any mortal that has gained the ire of the God 
of War, The sword is 6 feet long and is burnished bronze colour, the flat side of the blade is 
adorned with waves of fiery orange embers intertwined with streams of crimson blood. While 
attuned to this Greatsword, the user’s mind is blessed by Ares himself, granting them 
immunity to the charmed and frightened condition 


This item has sixteen charges. A charge can be expended to unleash certain effects. Spells 
and similar effects casted using this item have a spell attack modifier of +11 and DC of 19. 
On a hit, the weapon deals an extra 1d8 force damage, if the wielder has a Strength and 
Charisma score of 16 or higher they can wield this weapon with one hand, when one handed 
the weapons damage dice becomes 2d4 


Judge (1 charge) 

As a bonus action you can expend 1 charge, the sword's blade glows with a faint, ethereal 
light, and the wielder gains advantage on Wisdom (Insight) checks for the next minute. 
Additionally, once during the duration the wielder gains the ability to discern the true 
intentions of a target creature within 30 feet. This insight pierces through lies and deception, 
allowing the wielder to determine whether the target's intentions are hostile, friendly, or 
neutral. 


Jury (3 charges) 

As an action you can expend 3 charges, the sword emits a brilliant burst of radiant energy, 
illuminating the area in a 15-foot radius, all creatures within the area are subjected to a 
judgmental aura. Creatures that you have deemed hostile must make a cha save or else 
suffer 2d6 radiant for each friendly or neutral creature with an intelligence of at least 8 
(including yourself) in the radius. If a creature dies from the damage their body is run through 
by several spears and hoisted 10 feet of the ground 


Executioner (6 charges) 

As a bonus action you can expend 6 charges, the sword becomes infused with a potent aura 
of divine retribution. For the next minute, all attacks made with the greatsword deal an 
additional 2d8 radiant damage against creatures that have been judged as hostile or guilty 
by the wielder; this effect ends early if you drop this magic weapon, die, or choose to end it 
early as a bonus action on your turn. 


Additionally, any critical hits scored against such targets trigger a devastating effect: the 
target must make a con save, On a failed save, the target suffers an additional 4d8 radiant 
damage and is stunned until the end of its next turn. 


Ares’s final verdict (10 charges) 


Sometime’s a God's wrath spills into the material plane, In the span of 3 rounds you use your 
action to perform a taxing ritual to summon forth a visage of Ares. When you begin casting 
this spell, you take damage equal to one fifth of your maximum hit points (rounded down) 
that can not be reduced in any way. When the ritual is complete a giant bronze spear 
appears high above before crashing down. 


Each creature in a 20 feet radius sphere on a point within 120 feet of you must make a dex 
save or take 8d10 piercing damage on a failed save, or half as much damage on a 
successful one; a creature that dies from this effect has its body disintegrated and turned to 
dust. Additionally each spear created by the Jury feature explodes making each creature 
within 10 feet of them make a dex save or take 1d10 radiant of a failed save. 


The greatsword needs time to replenish its magical capability. Every dawn, the weapon 
regains 1d4+1 charges However, to regain charges, the wielder must engage in martial 
practice with the weapon for at least one hour. 


Nyxes Lunar Vestments.(Volroos) 
Wondrous Item, Legendary (Requires attunement by a cleric of Nyx) 


‘In umbra lunae, noctis opulentia.” 


These vestments are an encompassing ivory in colour, weaved from moondust and the 
fleeting light of approaching dusk, it is embroidered with imagery of the phases of the moon 
and prayers and odes of to the Goddess Nyx. While attuned to these vestments Nyx blesses 
the users eyes to see through the deepest of night, Your darkvision can see through magical 
darkness and you have truesight at a range of 30 feet additionally you are immune to the 
blinded condition. 


These Vestments act like a +3 Amulet of Devout with all of features with the following added 
onto it 


Cut to the Chase 


Whenever a creature within 60 feet of you starts monologuing, you can use your reaction to 
have them make an int save or else take 2d12 force damage on a failed save or half on a 
successful one, depending on the type of monologue the creature is making the damage 
type differs for each one. If a monologue doesn’t directly correspond to a type of monologue 
below, roll a 1d8 and consult the table below for the damage type. You can use this reaction 
4 times, recharging at dusk. 


Threatening Monologue 
Revelatory Monologue 
Manipulative Monologue 


Hubris Monologue Bludgeoning 


Night time shroud 


As an action you can command the vestments to fly off your shoulders and grow and extend 
to unimaginable size, creating a 30 feet radius spherical opaque dome centred on you for 1 
minute, you must concentrate to maintain the dome as if you are concentrating on a spell, 
any creature who attempts to leave the area of the dome must make a str save against your 
spellcasting DC, if they fail they can't move out of the domes area. they can repeat this save at 
the start of their next turn. When you take the action to create the dome you can pick from the 
following celestial phenomenon gaining the benefits and special abilities as follows: 


Meteor Shower 


The area under the dome dims as high above a cascade of meteors seemingly falling from 
an endless night; periodically illuminating the area with bursts of dazzling light. you are given 
6 meteorites and as an action you can expend one of the meteors, sending them streaking 
from above toward a point or points you choose within the dome. Once a meteor reaches its 
destination or impacts against a solid surface, the meteor explodes. Each creature within 5 
feet of the point where the meteor explodes must make a Dexterity saving throw. A creature 
takes 2d8 fire damage and 2d8 bludgeoning on a failed save, or half as much damage on a 
successful one. 


If you expend all the meteorites before the sphere duration ends you can choose to become 
a meteor yourself, as an action you rocket high up in the air before crashing down at a point 
within the sphere. Creatures within 15 feet of that point must make a dex save or take 2d12 
fire damage, 2d12 bludgeoning damage and 2d12 radiant damage and be knocked prone on 
a failed save, or half as much damage on a successful one and not be knocked prone. You 
appear at the point you crashed down upon. The sphere ends early once you use this action 


Nebula 


The dome fills with swirling clouds of colourful cosmic dust, mimicking the appearance of a 
shimmering nebula. Choose any number of creatures within the dome, the first time that 
creature takes damage in a round, reduce the damage taken by 3d8 + your wisdom modifier. 
If the roll mitigates the damage fully the remaining becomes temporary hit points for the 
protected creature. Once before the sphere's duration ends you can use your action to use 


the accumulated mitigated damage energy to shape the nebula's dust into a small 
supernova. The total is equal to the mitigated damage caused by the nebula. Creatures you 
choose under the dome are affected in ascending order of their current hit points (ignoring 
unconscious creatures). Starting with the creature that has the lowest current hit points, each 
creature affected by this spell is blinded and stunned until the end of your next turn; they 
also take 3d10 radiant damage. Subtract each creature’s hit points from the total before 
moving on to the creature with the next lowest hit points. A creature’s hit points must be 
equal to or less than the remaining total for that creature to be affected. The sphere ends 
early once you use this action 


Lunar Eclipse 


A large solitary red moon appears high above the middle of the dome, bathing the whole 
area in an eerie dim light, Shadows dance and twist within the darkness, and the air feels 
charged with lunar energy, depraved of the sun. Nyx shows her eerier nature. Creatures 
under the dome have disadvantage on saving throws against being frightened and have 
advantage on saving throws against being charmed. If a creature excluding you is with in 15 
feet of the centre of the dome and can see the lunar moon, they must make a wis save 
become frightened on a failed save, a frightened creature must use all of its movement to 
move away from the centre of the sphere, If the creature ends its turn not with in 15 feet of 
the red moon the creature can make another wis save. On a successful save, the creature is 
no longer frightened. 


You can invoke terrors of the night through the lunar moon, letting tendrils and glowing eyes 
appear out of the darkness as the moon starts to open up like an eye. As an Action Choose 
any number of creatures you can see within range. Each creature must make a Charisma 
saving throw. On a failed save, a creature suffers an effect based on its current hit 
points:The sphere ends early once you use this action 


100 hit points or more: Takes 20 necrotic and 20 slashing damage 
80 hit points or fewer: Frightened for 1 minute 

70 hit points or fewer: deafened and blinded for 10 minutes 

60 hit points or fewer: blinded, deafened, and stunned for 1 hour 
50 hit points or fewer: petrified into moonstone 


These effects persists even after you break your concentration or the sphere ends 


Once you use one of the celestial phenomenon, you can’t use another until the next dusk, 
the vestments must be exposed to moonlight for at least one hour to properly recharge 


Artemis's Arrowhead (Evandor) 
+3 longsword, 1d8 slashing, versatile (1d10), Two-Handed, Legendary (requires attunement 
from a Sorcerer of the Artemis Faithful) 


‘Tenenciesilentio a sagilta, vittus Ctemidis.” 

Forged from the divine arrowheads of Artemis, this longsword is an extension of her hunting 
prowess. Its blade shimmers with celestial energy and hums with the power of the hunt. 
When wielded, it becomes an autonomous flying weapon that serves its wielder in the 
pursuit and defeat of any prey fit for Artemis. While attuned to this weapon, any creature that 
you designate who's cr/level is equal to or lesser than half your level automatically fail their 
perception checks to notice you, you can also take the hide action even if your just lightly 
obscured or standing completely still 


Eternal Flight of the Hunt 


The sword can fly under your control at will, hovering near you with a flying speed of 80 feet. 
Despite its flight, for the purposes of spells, magical effects, or other features, the sword is 
considered to be within your grasp. You can mentally command the sword to move and 
attack, and as long as it remains within 80 feet of you, you can use your attack action to 
strike as though you were occupying the sword's space. 


Artemises’ Mark 

As a bonus action, you choose a creature within 80 feet of you and brand it as Artemis 
quarry. You can only have 1 creature marked at atime and a creature can only be marked 
once every 24 hours. While branded you gain these following features: 


e You always know the direction to the marked creature’s location, regardless of 
obstacles. 
The sword deals an additional 1d8 radiant damage to creatures marked 
Attacks you make against a marked creature are made with advantage and you 
score critical hits on 18,19 and 20s 

e Any attempt by the marked creature to take a short or long rest within 10 mile of you 
is disrupted by the sword, preventing them from regaining hit points or completing the 
rest 


Hunter’s Precision 

Once per day as a bonus action, you can focus the sword’s energy on your next attack. The 
next time the sword strikes a creature, the attack deals an additional 4d6 radiant damage. If 
the attack is a critical hit, it automatically deals maximum damage from both the weapon's 
normal and radiant damage rolls. 


Unleashed Hunt 

Once per day, you can command the sword to unleash its latent godly power. The sword 
glows with divine energy and becomes ethereal for 1 minute. During this time, the sword 
ignores all armour and magical barriers, it passes through walls and obstacles and you know 
the location of each creature with an intelligence above 4 within 80 feet of you. Each time it 
strikes a creature, it deals an additional 2d10 radiant damage and automatically bypasses 
any resistance the target might have. 


Twinned Moonfangs (Luna) 


+3 Short Swords, 1d6 slashing, Finesse, Light, Legendary (requires attunement by aa 
goodest girl in the Ambral Eyes) 


Bound by blood and shadow, these blades embody the primal power of the moon and the 
spectral echo of its reflection. They hum with energy, resonating with the wielder’s Crimson 
Rite and Echo to create a lethal harmony of flesh and spirit. While attuned to this item you 
gain resistance to bludgeoning, piercing and slashing from non magical; attacks that aren't 
silvered 


You gain a +3 bonus to attack and damage rolls with these weapons. On a hit, each weapon 
deals an additional 1d6 necrotic damage. When you activate a Crimson Rite on these 
weapons, the additional Rite damage applies to all attacks made by your Echo. 


Transformation 


When you deal at least 15 points of Crimson Rite damage in combat, the Twinned 
Moonfangs unlock their latent power, allowing you to transform as a bonus action. Choose 
one of the following forms. This transformation lasts for 1 minute or until you are 
incapacitated. You may transform once per long rest. 


Lunar Beast Form. 

The Twinned Moonfangs meld into a pair of brutal, clawed gauntlets, mirroring your Echo's 
ferocity. Your claws deal 2d10 slashing damage and count as magical and silvered. When 
you attack, your Echo mimics the attack, dealing 1d8 necrotic damage to the same target. 


As an action, you and your Echo may leap forward slashing everything in your way. Each 
creature in a 30 feet line must make a dc 19 dexterity save or take 10d4 slashing +10d4 
necrotic damage and fall prone, you appear at the end of that line. On a successful save 
they take half damage and aren’t knocked prone. Your form immediately ends after taking 
this action 


Moonlit Sentinel Form. 

The Twinned Moonfangs merge into a single elegant silver blade, radiating protective light. 
Radiant Blade. The weapon deals 1d10 slashing and 1d8 radiant damage. Your Echo 
mimics the attack, dealing 1d8 radiant damage to the same target. 


Your Echo becomes totally invincible for the duration of this form, it is immune to any 
damage and conditions. Your Echo projects an aura of protection in a 10-foot radius. Allies in 
this area gain resistance to damage except psychic. When you take damage, you may use a 
reaction to transfer half the damage to your Echo 


Lastly If you drop to 0 hit points while your Echo is active, you may transfer your 
consciousness to the Echo. For 1d4 rounds, you control the Echo and can act normally. At 
the end of the rounds, your form immediately ends 


Purified Hebi Tree Crown (Aveline) 
Wondrous Item, Legendary (requires attunement by a Druid Princess) 


“Slate oy sistatih,” 


This beautiful tiara is made of silver branches weaved into a crown, ruby-like leaves sprout 
out of the branches and shines with the purified light of the Hebi tree and the gifts of nature. 
While attuned to this item, the wearer's body is blessed, granting them an immunity to 
necrotic damage. 


This item has twelve charges. A charge can be expended to unleash certain effects. Spells 
and similar effects casted using this item have a spell attack modifier of +11 and DC of 19. 


Blossoms of Purity (2 charges) 


As a bonus action the wielder can use two charges to cause energy to coales on the crown 
and shoot out a red beam wrapped with shadows of ivy. Make a ranged spell attack against 
one enemy, dealing 2d10 plus your wisdom modifier radiant damage on a hit. 


Lethal Overgrowth (4 charges) 


As an action the wielder makes a lethal bloom spread across an area within 30 feet, 
prompting a dexterity save from creatures in a chosen point within the area in a 20 foot wide 
sphere. Creatures who fail the dexterity save take 5d8 radiant damage, half on a successful 
save. Any plant life in the 10 foot radius surges with biting vitality, causing them to wildly 
grow causing the area to become difficult terrain for 1 minute and restrain any creature with 
in the area, a creature can use their action on their turn to make a strength save, ona 
succesful save they are no longer restrained. 


Naturae Vitalis (4 charges) 


As an action the wielder speaks an incantation whilst drawing upon the stone's magic. 
Revitalising roots seep through the ground and causes clover blossoms to bloom as the 
wielder and selected creatures in range are under the effects of a casting of Mass Cure 
Wounds. 


Promises to Life (8 charges) 


As an action the wielder can expend 8 charges to cause a magnificent garden of clovers to 
bloom around them in a 30-feet radius. Creatures in range the wielder designates receive 50 
temporary hit points and a consumable 1d8 to saves and attack rolls as the sight of the 
garden strengthens everyone's resolve. The consumable 1d8 replenishes itself on the start 


of the wielder's turn. Friendly creatures in range also gain 5 temporary hit points at the start 
of the wielder's turn, stackable with temporary hit points gained from the start of the casting 
of this effect at a max of 25 accumulated temporary hit points. This effect requires 
concentration to maintain. 


The tiara needs time to replenish its magical capability. Every dawn, the vision regains 
1d4+1 charges and must be exposed to any place with living plants for charge regeneration 
to take effect. 


